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STORY 


Olic.il 1 , many millennia ago, the young, tranquil world of Darius was 
invaded by a race of star bopping barbarians under the command 
of the galactic tyrant Bdser. The peace-loving Dariusites were ill 
prepared for such an invasion and most fetrquickly. However, 
before the entire planet succumbed to Reiser's domination, a brave 
young couple, Proco and f iat, led a resistance effort and managed 
to escape with many of their fellow Dariusites to sectors of space 
that were still free. 


As the centuries passed, the descendants of this resistance move¬ 
ment multiplied and prospered, and populated many worlds. On 
Orga, a world of uncommon resources, they established the com 
maud center for the Galactic Federation, a governing body that 
united, all the peaceful worlds of their galaxy. After a thousand 
years, l.he forces of Reiser again decided to expand their empire 
and headed spaceward to conquer the people who escaped them 
centuries earner. Branching ever outward, Belser seized control of 
even more planets in the solar system. 


Inspired by the legends of Proco mid Tiat. two of the Federation's 
best pilots now ready their spacecraft for the long galactic battle 
that awaits them, These vessels, advanced technological miracles 
called Silver Hawks, are able to transform energy into powerful 
weapons and armament it is your mission to pilot a Silver Hawk 
defeat Reiser's forces on each of the planets along your selected 
route, and reach Darius and destroy the formidable Alloylarttern, 
a mechanical fortress from which ail of Reiser's technological 
strength springs. Beiser’s original world remains unknown, but the 
most noted scion lists believe that it was largely oceanic because all 
of Reisers technology seems patterned after aquatic fife forms. 
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USE OF 
CONTROLLER 


It is important to become familiar with the controller as Lids is a high 
speed action game requiring split-second reactions and reflexes. 
The more familiar you arc with the controller, the more adept you 
will be at flying your Silver Hawk, 



Press- fhe "V BUTTON fo fire the primary weapon 
[straight in front of chic Silver f Lawk.) 


CONTROL PAD 


CONTROL PAD 


START 


B" BUTTON 


rtess the “6"'BUTTON at the opt ton ween to 
advance to the next screen. During play, 
press TT button to f i re peripheral weapons. 


The SELECT, nr, "A". ''L', and “R" butters are not used in 
this same. 


I Use the CONTROL PAD 
to move the Silver 1 lawk 
up, down. left, or right, 


Press START at the title 
screen to stint lire same. 
DurLpg play, press START 
to pause the game, I'ress 
START a second time to 
resume play. 
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SELECT MODE 


SELECT MODE 

1 PLftVeS 

2 PLflYEP 
OF^T I ON 


The select screen allows you to choose a 
one- player game or a two- player game 
or to go to the option screen. Simply 
move trie highlight with the control pad 
to the desired menu choice and press 
START, 



OPI1 ntj 

t P1 -i=»v?r j;Tnr2it 
RPR!®- rmr 
SOTJHU irin 
GfWE I.PLH-J 
EXIT 


m 




ONE PLAYER 

Far 3 . sole? adventure, move the high¬ 
light to the OSJE PLA YtR menu Choice 
and pT 05 s START. In a ooe-player 
t;dLroe. your Silver Hawk will be green. 


ST 


OPTION 

To advance to the option screen, 
move the highlight co the OPTION 
noenu choice arid press ST ART. 


PLAYER 


To battle Belset's forces as a team, 
move tie hlghUgJfot to the TWO PLAYER, 
menu choice and press STAR 1. lit the 
two- player game, Player Ps Silver Hawk 
will be red and Player 2 s Silver Hawk 
will be blue. 1 he Special technology 
of the Silver Hawks prevents them 
from taking damage from each other. 
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OPTION 



PLAYER STOCK 



Move to the PLAYER 
STOCK option, Move 
the control pad LEFT 
or RICH! until the de¬ 
sired number of lives ap¬ 
pears. You can start 
with up to eight lives, 


RAPID FIRE 

Move the cursor to this option and toggle it on and ofl by moving 
the control pad RIGHT or LEFT, If you toggle this option on, you 
will have automatic turbo firing capability by holding the "¥' button 
{repeated pressing will not be necessary,) 



SOUND TEST 

To listen to different types of music found in the game, move the 
cursor to this option and move the control pad RIGHT or LEFT to 
the desired number, then press the W button. 

GAME LEVEL 

Move the cursor to this option and toggle between NORMAL and 
EASY difficulty levels by moving the control pad RIGHT or. LEFT, 
If you select the EASY difficulty mode, you will not have to inflict 
as much damage to destroy your enemies. 
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SCR EEN Pi SP LAY 



ONE SCORE 


PLAYER TWO SCORE 


THE SCORE TO BEAT 


j PLAYER ONE EXTRA LIVES ENEMY 


PLAYER TWO 

Player two (Player two will always pilot Pie Hue Silver 
Hawk,) 

PLAYER ONE 

Playei one (in a two-player jamc. Player one will pilot rhe 
red Silver HawkJ 


PLAYER 

TWO 

EXTRA 

LIVES 



PLANET CHOICE 


The screen at right shows 
the possible routes you may 
take to reach your destina 
don: Darius (Planet LL When 
you complete your mission 
on a given planet you will 
advance to the next planet. 
You may be given a choice of 
planets to which you may 
advance. Move the control 
pad UP or DOWN to the 
desired planet and press the 
"ET button. 



EXAMPLE PATH 

Note the example path at left. The pilot chose 
to advance from inane I A to Planet S, and not 
to Planet CT From Planet B, he advanced Lo 
Planet D. From Planet D t be chose to advance 
to E, C, J, and finally Planet L (Darius), in that 
order. 



SEVEN PLANETS 


There are sixteen possible paths to completing your mission on 
Darius. Each oath will take you to seven different planets. You will 
always advance to the right, and you may not go in reverse on the 
path. 


SEVEN PLANET ROUTE 


Planet 1 

Planet 2 

Planet 3 

Planet 4 

A 

B or i 

D ! 

E or F 


Planet 5 Planet 6 

G or I J or 


Planet 7 

l (Darius) 
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POWER-UP ITEMS 


When certain enemies are de¬ 
stroyed, they release energy jpods, 
or “Power Cubes", that the Silver 
Hawks can convert to armament 
if your ship is destroyed, and you 
still have reserve ships, you will 
return with the same power level 
of weaponry you had at the ioss ot 
your previous ship. 



POWER SHOTS 



Crab this red 
Power Cube 
and you will 
increase the 
power of your 
main weapon. 


SIDE ARMS SHOTS 



Getting this 
green Power 
Cube will in¬ 
crease the 
power of your 
peripheral 
weapons. 


SHIELDS 



Get the blue 
Power Cube 
and you will 
add a layer of 
protective 
f orce-field 
shielding to 
your ship. 
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ANOBBSIUM BOMB 



The dreaded Anobbsium Bomb, An explosive 
force of uncontrollable destruction so great Lhat 
wipes out everything within a radius of 10 
Get this yeiiowPower Cube and you will 
everything within view. 





1 UP 


orange 
and you'll 
an extra 
is a rare type 
energy and is very 
precious to ail Silver 
I lawk pilots. 


SWITCHING 
MECHANISM 


i usual pod 
dll, change 
firepower 
on your 
weapon. 
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POWER SHOT LEVEL 


°c 


PHOTON POWER DISC 

Thy Photon Power Discs are oval projec¬ 
tiles of considerable destructive force. 
They are wider than the other type of 
primary weaponry and are therefore more 
likely to hit the intended target: but this 
dissipation makes them less powerful as 
well. 


C3> Q 


o o 


o o 
o 



SEGMENTED LASER WAVE BEAM 

This weapon fires segments of concen¬ 
trated laser beams, ft may fire them, as 
thin line segments or, at the more power¬ 
ful levels, as waves in the shape of 
boomerangs. The Laser wave Learn is 
thinner than the Photon Power Discs, so 
a greater degree of aceuracv is required. 


However, the 
Laser wave 
Beams' energy 
concentration 
makes them 
more power t ul. 
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PERIPHERAL 


IM 



The weapons that shoot at angles from the sides of your 
Silver Hawk are just as important as your primary 
weapon, As you gather green Power Cubes, you will 
increase the power of your peripheral arms. 



LEVEL 1 0> 

* 

X LEVEL 5 


—*T {/ 

■** 

o 


G> LEVEL 2 O 

* * 

^4-EVEl 6^0 



CD O 

#■ % 

LEVEL 3 . 

Q> LEVEL 7 cP 

°-g- 0 



* 

O X> 

^ o*~- o 

C 9 9d 

LEVEL 4 

Qj LEVEL 8 ,Q 


0 ^ “ t, 
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SHIELDS 



Each time you grab a blue Power Cube, you will add a 
layer of force field energy to vour ship’s hull. There are 
three classifications of shield strength: Normal Super, 
and Hyper. The Normal classification of shield strength 
means X hat you have from one to four layers of force- 
field energy and is indicated by a light blue shield around your ship. 
The Super level means you have from live to nine layers and is 
displayed as a light, silver or gray shield around your ship. The 
I lyper level means ten or more layers and is shown as a gold shield 
around your Silver Hawk. If one of your ships is destroyed, your 
next ship will retain the same shield level potential as the previous 
one’ when you get a new blue Power Cube, you wi 1 automat ically be 
jven the previous ship’s shield level plus a layer from the new Power 
ube. 


gj 

C 



Normal 


Hyper 
10 + 


Medium 




af Loy4r« 
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HIGH SCORES 
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The game keep-s track of high 
scores while you play, so you can 
measure your achievements and 
progress. When you turn off 
your SNES, however, your high 
score information will be lost, 
Can you beat the built-in high 
score? 


WATCH THE SCORE TO BEAT! 



The current high score is al ¬ 
ways displayed; during game 
play to remind you of your 
goal. Compete against Lite 
high score. Then compete 
against your new high score 
and see how much you im¬ 
prove. 


IMMORTAUZE YOUR INITIALS! 



The hi^h wore Screen 
will appear when your 
£(S me i s OV-e-', M uue tlie 
control pad UP oc DOWN 
UfltrI the desired letter is 
highlighted. 


Repeat the process until 
you have the initials you 
desire. Then press the 
" B" huttoo the save them. 
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Your iortals and score 
will remain until .t is 
replaced by enough 
higher scores or the g ante 
is turned olf. Good luck! 


MIDDLE BOSSES 



Each stage has a final boss which 
must be defeated to progress in 
the game. Some stages have 
enemies called "middle bosses." 
These enemies are tougher than 
most of the normal enemies, but 
not its tough as the stage's final 
boss. 



BLOWHARD 


RADIATOR 


DARK ANGEL RENTE - SHARK 


The Dark Angel is a monstrous metal 
angel fish that shoots- a crushing energy 
Wave. 


The Pcrctc-shark is so called because 
it shoot* put five smaller slwk space¬ 
ships, any cf which can zap you. 


The Slowhard resembles a large blow- 
fish that li&iac to attack from lie hind 
and shoot a spread of small lethal 
Hubbles at 


The Radiator is a mysterious metal 
c.rab that emits large, dargerousy 
radi-oactive rings In all directions. 
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STAGE 

FINAL BOSSES 



Each stage has a final boss enemy that pre- 
sides over Lhe plane L. You will receive a 
warning just be fore the enemy appears. Each 
stage's final boss is decidedly tougher than 
any of the other enemies that appear in the 
same stage. 



PLANET A: R 


CODE NAME: 

HH02 KILLER HIG) A 


The boss of the 
first planet is a 
monstrous mass 
of curYior t luui re¬ 
sembles a bare a- 
CucUt and is far 
more deadly. 



: -U:>Vn 


CODE NAMES: 

EF3Q EMPEROR FOSSIL 
QUIO QUEEN 
FOSSIL 


Roth Dante and 
Koloba arc pro 
sided over by a 
pair of twin killer 
bass starships. 


PLANET B: DANTO, OKOLOBA 


IS 



CODE NAME: 

BD4Z DEMON SWORD 


i he lethal Demon 
Sword, a rear in 
deSbuaiNe me¬ 
chanical squid, 
guards Lankus. 



CODE NAME; 
OON1DUAL SHEARS 
(blue) 


The boss or Padi 
is a killer crusta¬ 
cean known as 
Poal Shears. If 
is a blue arid 
deadly lobster. 



Presiding over 
the elanet Rear- 
i s the red varl 
ety of C>oa i 
Shears ft is simi¬ 
lar to its blue 
“cousin’' and |usr 
as dangerous 


PLANET F: REAR 


CODE NAME: 

OON1 DUAL SHEARS 
(red) 
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CODE NAME: 
ZZIO DARK 
CORONATUS 
(red) 


T h e D a r k 
Coronatus. a 
powerful mech 
seahorse, is the 
joss of Narus- 
iiiir The one on 
this planet jb poo. 



CODE NAME: 
A5P7 RED MIST 


A large met*1 
crab like 
starship guards 
Karudo. 



CODE NAME: 
ZZIO DARK 
CORONAIUS 
(blue) 


The blue vjii- 
ety of Dark 
C O f O MtUi 
dominates this 
planet, it is just 
as lethal as its 
red counterpart. 
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CODE NAME: 

MX04 LULL METAL 
SMELL 

The near-invin¬ 
cible Full Metal- 
shell. enormous 
armored turtle 
is the guardian 
oi Nccru. It has 
an almost im¬ 
penetrable shell 
arid a very long 
neck. 



PLANET K: HOROLAIN 


CODE NAME: 
GOOD HYPER 
GREAI THING 

You will have to 
defeat the for 
mid.ilde Hyper 
Greatthing. a 
m a m m o i. h 
whale-like con¬ 
struction. in 
order to leave 

Hnroki.i n, 



CODE NAME: 
1.C4Q SUPER 
AIXOYLANTERN 

This Is Reiser’s- 
personal bat 

the jfl 

■ .:-i| I 

all. This ior.red- H 
iole bn.trk: <iu'ser 
resembles a ce- 
I ossa I version of vj 

a lantern fish. 
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OTHER ENEMIES 


lidser's factories continue to pour out incredible quantities of 
fighting ships. Here a re just some oi the spacecraft you will have 
to do battle with along your tourney to Planet Darios. 
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TAITO AMERICA,CORP, LIMITED 

Ta io America vta. t rants is the origi ■ al purchaser or ihis T ahc product that mis cartridge is free 
ffdm d£tecls in materials a^xl woikmanahlpfor a pen&d pi ninety (SO] days ircm date of 
purchase l ins I aw oraducl is sold ‘ its is’ witl icu: expressed or imp ad warranty 01 any kind 
and Taito s net 1 aole 1'cr ary losses or damages Oi any kind resulting tram !he use of Shis 
pnodud ratio assess lor a Pfrnodol n naty (SO) days io either repair or replace *1 its oplion. 
hse of cha^e. ifc b Tai:o product. Send prod u cl pomagt paid alOhg w 1h dbiLec proof of 
purchase lo the address sftew: below. 

I - s warranty shal nol be applicable and shall &e vcid if Ihe career in the Ts>10 SQflw*® 
produol has arisen through abuse. unreasonable use. misIneatTnanl or negiecr . THIS 
WARRANTY IS IN LIT U OF ALL. OTHER WARRANTIES AND NGOI HHft m-PRESENTA 
TICK'S OR CLAIMS OF ANY NA I i JI Hi SHAH EE BINDING ON OR OBLIGATE TAlTO. 
ANY IMPLIED WARRANTIES APPLICABLE TO THIS SC'F I WART PRODUCT. INCLUD¬ 
ING WARRANTIES G? MECHANTABIUTY AND FITNESS FOP A PARTICULAR PUR¬ 
POSE ARE LIMITED TO THE NINETY i.WDl JAY PERIOD DESCRIBED ABOVE. IN NO 
EVEN T W ILL : A I o HE I AMI e I'C R any SPECIAL, INCIDENTAL OR CONSEQL ,‘E N I lAl 
DAMAGES RESL L.TING FROM POSSESS ION, L J&E, OR MAI 1 1 i NCT ION OF THIS TA ITO 
SOFTWARE PRODUC T 

Some stales dd not iillcw linnHalidns as to hew ong ar :np ed warranty !as?S andAY 
exclusions or .-mitations of incidenLai or oonseque«llai damages, so ihe above lirriiations 
anchor esctosioos Of liability may not aoply :o you. This warranty 0 ves you Sf^tcil c rights, 
arid you may also have other nghlji which vary from slate :u state. 

COMPLIANCE WITH FCC REGULATIONS 

This equipment generates and uses radio frequency energy Arid if -01 in&La ; &d and usee 
properly. Ihal S. in. eiritl ereordanca wilh the manulacLrefc ins&ycborrs. may cftu&O 
mlederence to radio and teievisicr reception, U has been tested grid :ounc to comply wilh 
ihe mils lor a C4as* B computing device in accordance wir- the specfllcalLoms m Subpart J 
of Pari 15 oi FCC R ^£3. which are design^ td provide reOfionabte protection againsl sue" 
inferierence m a resdenl a.i insiailafon. However, there is no guarantee 'he interierehcewiii 
not occur in a particular nslallation. If this equipment does cause interference to ratio cr 
le *,)vis:Oh tetteolioh, which can be determined by turning ihe equipment olP and an. the user 
«• ant»j.raged to try to cotnect the jrierlartmoe by one or more c £ Ihe following meggjjteS 

I Reorient Ihe receiving ailev-v*. 

■ Relocate Ihe SNES with aspect to the receiver 
" Move the SMES away Ircm Ine receiver 

' Plug Ihe SNES into a different nutlet so lhal Ihe compiler and receive tire- ori 
otferenl circuits: 

II necessary. Ihe user should consul! Ihe dealer 3r an esperjenced radio or television 
technician ■c^-additonal suggestions. The use - may lintflhe following booklet prepared by 
toe Federal GommunicaL tons Commission helpful 'How to Identify and Resolve HarJiO-TV 
Imaruront* P rafale roa "Hits booklet is available i tem the U 5, Government Priming Olfce. 
Y^ashing-an. DC 2D4DE, Stack No 004-000-00345-4. 


Taito America Corporation 

590 Holbrook Drive Wheeling, IL 6OT90 'tel; <71-a> 263 0582 
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